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CLAIM AMENDMENTS 

1. (Currently Amended) A game machine comprising: 

means for displaying a special symbol indicating a shift to a special game state if a 
varying display stops at a specific arrangement and for displaying a game-related 
production display;=a^4 

means for determining results of stopping of the varying display and controlling 
the means for displaying according to the results, the means for determining controlling 
the means for displaying to produce a production display of a scenario of a game-related 
production display from beginning to end of the scenario, during a period from a start to 
an end of the varying display, wherein said game-related production display includes a 
design of at least two different characters and a word design for each of the two different 
characters^; 

a read-only memory storing a production pattern determination table including 
production patterns for combinations of the word designs, each of the pro duction patterns 
having an associated random number for production pattern determinatio n, wherein the 
scenarios are configured by combining production patterns; and 

a random number generator for generating random numbers for determining a 
production patterns to be displayed, based upon the random numbers ass ociated with the 
production patterns, wherein 

the combination of the word designs of the two different characters 
indicates at least one of a special game state probability and probability of a reach, the 
reach indicating a shift to the special game state if the varying display stops an additional 
special symbol at a specific stop arrangement, and 

the combination of the word designs includes exchange of words between 
the two different characters. 

2. (Previously Presented) The game machine according to claim 1, wherein the 
end of the scenario indicates whether to shift to the special game state. 

Claims 3-6 (Cancelled). 

7. (Previously Presented) The game machine according to claim 1, wherein 
progress of the scenario shown with the production display changes with the two different 
characters. 
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8. (Previously Presented) The game machine according to claim 1, wherein the 
production display indicates moving on to the special game state with the two different 
characters or the word design of each of the two different characters. 

9. (Previously Presented) The game machine according to claim 1, wherein the 
means for displaying includes a display zone for the production display, larger than a 
display zone for the varying display of the special symbol. 

Claim 10 (Cancelled). 

1 1 . (Currently Amended) A game machine readable recording medium recording 
a game program, the game program 

controlling a game machine to permit a player to play a game displaying a special 
symbol indicating a shift to a special game state if a varying display stops at a specific 
state, and controls 

controlling display of a game-related production from beginning to end of a 
scenario, during a period from starting to stopping of the varying display, a scenario 
including a combination of production patterns extracted from a memory storing a 
production pattern table including production patterns for combi nations of word designs, 
each production pattern including a corresponding random numb er for production pattern 
determination, based upon generation of random number, and 

producing the game-related production to include a design of at least two different 
characters and a word design for each of the two different characters, a combination of 
the word designs of the two different characters indicating at least one of a special game 
state probability and probability of a reach, the reach indicating a shift to the special game 
state if the varying display stops an additional special symbol at a specific stop 
arrangement, the combination of the word designs including an exchange of words 
between the two different characters. 

12. (Currently Amended) A game machine comprising: 

means for displaying game-related designs including a special symbol indicating a 
shift to a special game state if a varying display stops at a specific arrangement, and 
including a production design indicating probability of shifting to the special game state; 

means for controlling a display on the means for displaying, wherein 
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the means for controlling controls the means for displaying to produce a 
suggestion display of a relationship between the production design and the probability of 
shifting to the special game state, 

the suggestion display is produced when the game is not being played or 
when the game is being played and the varying display of the special symbol is not shown 
on the means for displaying, 

the suggestion display implicitly notifies a player of the game of the 

relationship, and 

the production design includes at least two different characters and a word 
design for each of the two different characters^; 

a read-only memory storing a production pattern determination table including 
production patterns for combinations of the word designs, each of the production patterns 
having an associated random number for production pattern determinatio n, wherein the 
scenarios are configured by combining production patterns; and 

a random number generator for generating random numbers for determining 
production patterns to be displayed, based upon the random num bers associated with the 
production patterns, wherein 

the combination of the word designs for the two different characters 
indicates one of a special game state probability and probability of a reach, the reach 
indicating a shift to the special game state if the varying display stops an additional 
special symbol at a specific stop arrangement, and 

the combination of the word designs includes an exchange of words 
between two different characters. 

13. (Previously Presented) The game machine according to claim 12, wherein the 
suggestion display indicates which production design has a high probability of shifting to 
the special game state. 

14. (Previously Presented) The game machine according to claim 12, wherein the 
suggestion display shows a design identical to the production design or related to the 
production design. 

15. (Previously Presented) The game machine according to claim 12, wherein the 
suggestion display includes an animated image. 
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Claim 16 (Cancelled). 

17. (Currently Amended) A game machine readable recording medium recording 
a game program, the game program 

controlling a game machine to permit a player to play a game while displaying 
game-related designs, including a special symbol indicating a shift to a special game state 
if a varying display stops at a specific arrangement, and including a production design 
indicating probability of shifting to the special game state, and 

controlling production of a suggestion display suggesting a relationship between 
the production design and the probability, wherein 

the suggestion display is produced when the game is not being played or 
when the game is being played and the varying display of the special symbol is not shown 
on the means for displaying , 

the suggestion display implicitly notifies a player of the game of the 

relationship, 

the production design includes at least two different characters and a word 
design for each of the two different characters, 

a combination of the word designs for the two different characters indicates 
one of a special game state probability and probability of a reach, the reach indicating a 
shift to the special game state if the varying display stops an additional special symbol at 
a specific stop arrangement,=sf%4 

the combination of the word designs includes an exchange of words 
between two different characters, and 

a combination of production patterns is extracted from a mem ory storing a 
production pattern table including production patterns comprisin g combinations of the 
word designs, each production pattern including a correspond ing random number for 
production pattern determination, based upon generat ion of random numbers. 

18. (Previously Presented) The game machine according to claim 1 , further 
comprising a production pattern determination table prearranged for contents of the word 
designs. 

19. (Previously Presented) The game machine according to claim 1, wherein the 
two different characters are a male character and a female character. 
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Claims 20 and 21 (Cancelled). 

22. (Currently Amended) A game machine comprising: 

means for displaying game-related designs including a special symbol indicating a 
shift to a special game state if a varying display stops at a specific arrangement, and 
including a production design indicating probability of shifting to the special game state; 

means for controlling a display on the means for displaying, wherein 

the means for controlling controls the means for displaying to produce a 

suggestion display of a relationship between the production design and the probability of 

shifting to the special game state, 

the suggestion display is produced when the game is not being played or 

when the game is being played and the varying display of the special symbol is not shown 

on the means for displaying, 

the suggestion display implicitly notifies a player of the game of the 

relationship, and 

the production design includes at least two different characters, a word 
design for each of the two different characters, and a true intention design for each of the 
two different characters^; 

a read-only memory storing a production pattern determination table including 
production patterns for combinations of the word designs, each of the production patterns 
having an associated random number for production pattern determination, wherein the 
scenarios are configured by combining production patterns; and 

a random number generator for generating random numbers for determining 
production patterns to be displayed, based upon the random numbers associated with the 
production patterns, wherein 

the combination of the word design and the true intention design of either 
of the two different characters indicates at least one of a special game state probability 
and probability of a reach, the reach indicating a shift to the special game state if the 
varying display stops an additional special symbol at a specific stop arrangement, and 

the combination of the word designs includes an exchange of words 
between the two different characters. 
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23. (Currently Amended) A game machine comprising: 

means for displaying a special symbol indicating a shift to a special game state if a 
varying display stops at a specific arrangement and for displaying a game-related 
production display ;=sa4 

means for determining results of stopping of the varying display and controlling 
the means for displaying according to the results, the means for determining controlling 
the means for displaying to produce a production display of a scenario of a game-related 
production display from beginning to end of the scenario, during a period from a start to 
an end of the varying display, wherein the game-related production display includes at 
least two different characters, a word design for each of the two different characters, and 
a true intention design for each of the two different characters^; 

a read-only memory stor in g a production pattern determi nation table including 
production patterns for combinations of the word designs, each of the production patterns 
having an associated random number for produ c tion pattern determination, wherein the 
scenarios are configured bv combining pro duction patterns; and 

a random number generator for generating random numbers for determining 
production patterns to be displayed, based upon t h e random numbers associated with the 

production patterns, wherein 

the combination of the word design and the true intention design of either 
of the two different characters indicates at least one of a special game state probability 
and probability of a reach, the reach indicating a shift to the special game state if the 
varying display stops an additional special symbol at a specific stop arrangement, and 

the combination of the word designs includes an exchange of words 
between the two different characters. 

24. (Currently Amended) The game machine according to claim 23, fti#tfe#? 
comprizing a wherein the production pattern determination table is prearranged for 
contents of the word designs and the true intention designs. 

25. (Previously Presented) The game machine according to claim 23, wherein the 
two different characters are a male character and a female character. 



Claim 26 (Cancelled) 
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27. (Previously Presented) The game machine according to claim 23 , wherein the 
end of the scenario indicates whether to shift to the special game state. 

28. (Previously Presented) The game machine according to claim 23, wherein 
progress of the scenario shown with the production display changes with the two different 
characters. 

29. (Previously Presented) The game machine according to claim 23, wherein the 
production display indicates moving on to the special game state with the combination of 
the word design and the true intention design of either of the two different characters. 

30. (Previously Presented) The game machine according to claim 23, wherein the 
means for displaying includes a display zone for the production display, larger than a 
display zone for the varying display of the special symbol. 

31. (Currently Amended) A home game machine comprising: 
means for displaying designs related to a game: 

means for controlling a varying display on the means for displaying; and 

a game program performing pseudo-operations of a pachinko game on the means 
for displaying, wherein 

the means for controlling produces a production display of a process from 
beginning to end of a scenario, and controls the means for displaying to display an 
indication, with a specific arrangement of the end of the scenario, that the game will 
move on to a special game state at the end of the scenario, and 

the designs related to a game include at least two different characters, and a 
word designed for each of the two different characters^; 

a read-only memory storing a production pattern determination ta ble including 
production patterns for combinations of the word designs, each o f the production patterns 
having an associated random number for production pattern determina tion, wherein the 
scenarios are configured by combining production patterns; and 

a random number generator for generating random numbers for determining 
production patterns to be displayed, based upon the random numbers associated w ith the 
production patterns, wherein 

the combination of the word designs of the two different characters 
indicates at least one of a special game state probability and probability of a reach, the 
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reach indicating a shift to the special game state if the varying display stops an additional 
special symbol at a specific stop arrangement, and 

the combination of the word designs includes an exchange of words 
between the two different characters. 

32. (Currently Amended) A game machine readable recording medium recording 
a game program, the game program 

controlling a game machine to permit a player to play a game displaying a special 
symbol indicating a shift to a special game state if a varying display stops at a specific 
state ,-and 

controlling display of a game-related production from beginning to end of a 
scenario, during a period from starting to stopping of the varying display, a scenario 
including a combination of production patterns extracted from a memory storing a 
production pattern table including production patterns for combinations of word designs; 
each production pattern including a corresponding random number for production pattern 
determination, based upon generation of the random numbers, and 

producing the game-related production to include at least two different characters, 
a word design for each of the two different characters, and a true intention design for each 
of the two different characters, a combination of the word design and the true intention 
design of either of the two different characters indicating at least one of a special game 
state probability and probability of a reach, the reach indicating a shift to the special game 
state if the varying display stops an additional special symbol at a specific stop 
arrangement, and the combination of the word designs including an exchange of words 
between the two different characters. 

33. (Currently Amended) A game machine comprising: 

means for displaying game-related designs including a special symbol indicating a 
shift to a special game state if a varying display stops at a specific arrangement, and 
including a production design indicating probability of shifting to the special game state; 

means for controlling a display on the means for displaying, wherein the means for 
controlling controls the means for displaying to produce a suggestion display suggesting 
relationship between the production design and the probability of shifting to the special 
game state, and the suggestion display is produced when the game is not being played or 
when the game is being played and the varying display of the special symbol is not shown 
on the means for displaying;=asd < 
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a demonstration display switching timer governing timing of switching between 
the suggestion display and the game related-designs, wherein the production design 
includes at least two different characters and a word design for each of the two different 
characters?*^ 

a read-only memory storing a production pattern determinat ion table including 
production patterns for combinations of the word designs, eac h of the production patterns 
having an associated random number for production pat tern determination, wherein 
scenarios are configured by combining production patterns; and 

a random number generator for generating random numbers for determining 
production patterns to be displayed, based upon t he random numbers associated with the 
production patterns, wherein 

the combination of the word designs of the two different characters 
indicates at least one of a special game state probability and probability of a reach, the 
reach indicating a shift to the special game state if the varying display stops an additional 
special symbol at a specific stop arrangement, and 

the combination of the word designs includes an exchange of words 
between the two different characters. 



Claim 34 (Cancelled). 

35. (Currently Amended) A game machine comprising: 

means for displaying game-related designs including a special symbol indicating a 
shift to a special game state if a varying display stops at a specific arrangement, and 
including a production design indicating probability of shifting to the special game state; 

means for controlling a display on the means for displaying, wherein the means for 
controlling controls the means for displaying to produce a suggestion display suggesting 
relationship between the production design and the probability of shifting to the special 
game state, and the suggestion display is produced when the game is not being played or 
when the game is being played and the varying display of the special symbol is not shown 
on the means for di splaying ;=a»4 

a demonstration display switching timer governing timing of switching between 
the suggestion display and the game related-designs, wherein the production design 
includes at least two different characters, a word design for each of the two different 
characters, and a true intention design for each of the two different characters^; 
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a read-only memory storing a production pattern determination table including 
production patterns for combinations of the word designs, each of the production patterns 
having an associated random number for production pattern determination, wherein 
scenarios are configured by combining production patterns; and 

a random number generator for generating random numbers for determining 
production patterns to be displayed, based upon the random numbers associated with the 
production patterns, wherein 

the combination of the word design and the true intention design of either 
of the two different characters indicates at least one of a special game state probability 
and probability of a reach, the reach indicating a shift to the special game state if the 
varying display stops an additional special symbol at a specific stop arrangement, and 

the combination of the word designs includes an exchange of words 
between the two different characters. 

36. (Previously Presented) The game machine according to claim 33, wherein the 
suggestion display indicates which production design has a high probability of shifting to 
the special game state. 

37. (Previously Presented) The game machine according to claim 33, wherein the 
suggestion display shows a design identical to the production design or related to the 
production design. 

38. (Previously Presented) The game machine according to claim 33, wherein the 
suggestion display includes an animated image. 

39. (Currently Amended) A game machine readable recording medium recording 
a game program, the game program 

controlling a game machine to permit a player to play a game while displaying 
game-related designs, including a special symbol indicating a shift to a special game state 
if a varying display stops at a specific arrangement, and including a production design 
indicating a probability of shifting to the special game state, and 

controlling production of a suggestion display suggesting a relationship between 
the production design and the probability, producing the suggestion display when the 
game is not being played or when the game is being played and the varying display of the 
special symbols not shown on the means for displaying , and governing timing of 
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switching between the suggestion display and the game-related designs as a 
demonstration of the game, wherein 

the production design includes at least two different characters and a word 
design for each of the two different characters, 

a combination of the word designs of the two different characters indicates 
at least one of a special game state probability and probability of a reach, the reach 
indicating a shift to the special game state if the varying display stops an additional 
special symbol at a specific stop arrangement,=a*%d 

the combination of the word designs includes an exchange of words 
between the two different characters , and 

a combination of production patterns is extracted from a memory storing a 
production pattern table including production patterns comprising com binations of the 
word designs, each production pattern including a corresponding random number for 
production pattern determination, based upon generation of random numbers . 

40. (Previously Presented) The game machine according to claim 35, wherein the 
suggestion display indicates which production design has a high probability of shifting to 
the special game state. 

41. (Previously Presented) The game machine according to claim 35, wherein the 
suggestion display shows a design identical to the production design or related to the 
production design. 

42. (Previously Presented) The game machine according to claim 35, wherein the 
suggestion display includes an animated image. 

43. (Currently Amended) A game machine readable recording medium recording 
a game program, the game program 

controlling a game machine to permit a player to play a game while displaying 
game-related designs, including a special symbol indicating a shift to a special game state 
if a varying display stops at a specific arrangement, and including a production design 
indicating a probability of shifting to the special game state, and 

controlling production of a suggestion display suggesting a relationship between 
the production design and the probability, producing the suggestion display when the 
game is not being played or when the game is being played and the varying display of the 
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special symbol is not shown on the mcano for displaying , and governing timing of 
switching between the suggestion display and the game-related designs as a 
demonstration of the game, wherein 

the production design includes at least two different characters, a word 
design for each of the two different characters, and a true intention design for each of the 
two different characters, 

a combination of the word design and a true intention design of either of 
the two different characters indicates at least one of a special game state probability and 
probability of a reach, the reach indicating a shift to the special game state if the varying 
display stops an additional special symbol at a specific stop arrangement,=a«4 

the combination of the word designs includes an exchange of words 
between the two different characters ;1 _and 

a combination of production patterns is extracted from a m emory storing a 
production pattern table including production patterns com prising combinations of the 
word designs, each production pattern including a corres ponding random number for 
production pattern determination, based upon generat ion of random numbers. 
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